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THE BATTLE OF WATERLOO 





GENERAL COMMANDS 


Commands are divided into two general categories: 
MOVEMENT COMMANDS and COMBAT COMMANDS. 


Movement Commands 
Initial Computer Query: 
“ENTER ID OF UNIT YOU WISH TO MOVE-” 
Possible player responses: 
xx — Move unit with ID xx. 
FX — List the French units that have exited from the map. 
NM — New map. 
DM — Done moving. 
Initial Computer Query: 
“MP’S LEFT=n. ENTER MOVE-” 
Possible player responses: 
d— Move the unit one square in direction d. 
‘return’ (also known as CR)-—End the move of the unit 
currently moving. 
Mdd...d — Move the unit one square in each direction listed in 
the order that the directions are listed and then end that unit's 
move. 


Combat Commands 


Initial Computer Query: 
“ENTER ID OF UNIT YOU WISH TO ATTACK-” 


Possible player responses: 


xx — Attack the enemy unit with ID xx. 
?xx — List units attacking unit xx. 
Mxxyyyy...-yy — Conduct multiple attack of unit xx with 
units yyyy...yy. 
VV - Print in inverse video the ID’s of enemy units which 
must be attacked. 
NM — New map. 
DA — Done attacking. 
Initial Computer Query: 
“ENTER ID OF AN ATTACKING UNIT-” 
Possible player responses: 
xx — Attack with unit xx. 
Rxx — Remove unit xx from the attack. 
Q -— Quit attacking the unit. 
Initial Computer Query: 
“WHICH ENEMY UNIT DO YOU WISH 
TO RESOLVE COMBAT FOR-” 


Possible player responses: 
xx — Resolve combat against unit xx. 
NM — New map. 
Auto — Automatically resolve all remaining combats and 
end the combat and execution phase. 


IMPORTANT — REMEMBER THAT (CR) IS A SYMBOL 
USED TO REPRESENT THE APPLE ‘return’ KEY. 
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Type of Terrain Effect on Movement Effect on Combat 


1 movement point 


to enter 





_ IMPASSABLE 


1 movement point 
to enter 


1 movement point 
to enter 


Artillery may not 
fire over woods. 















Defending units are 
doubled when occupying 
a village square. 










Defending units are 
doubled when occupying 
a chateau square. 
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GENERAL COMMANDS 


Commands are divided into two general categories: xx — Attack the enemy unit with ID xx. 


Movement Commands Mxxyyyy...yy — Conduct multiple attack of unit xx with 
units yyyy..-Vy. 
VV — Print in inverse video the ID’s of enemy units which 


must be attacked. 
NM — New map. 
DA — Done attacking. 
Initial Computer Query: 
“ENTER ID OF AN ATTACKING UNIT-” 
Possible player responses: 
xx — Attack with unit xx. 
Rxx — Remove unit xx from the attack. 
Q - Quit attacking the unit. 





Initial Computer Query: 

“ENTER ID OF UNIT YOU WISH TO MOVE-” 

Possible player responses: 

xx — Move unit with ID xx. 

FX — List the French units that have exited from the map. 
NM — New map. 

DM — Done moving. 

Initial Computer Query: 

“MP’S LEFT=n. ENTER MOVE-” 

Possible player responses: 

d-— Move the unit one square in direction d. 

‘return’ (also known as CR)-—End the move of the unit Initial Computer Query: 

currently moving. “WHICH ENEMY UNIT DO YOU WISH 
Mdd...d — Move the unit one square in éach direction listed in TO RESOLVE COMBAT FOR-" 


the order that the directions are listed and then end that unit's Possible player responses: 
move. xx — Resolve combat against unit xx. 


NM — New map. 
Combat Commands 2 = 

=o | Auto — Automatically resolve all remaining combats and 
Initial Computer Query: end the combat and execution phase. 


“SEER OF CNET YOU Wit TO ATTACH" IMPORTANT — REMEMBER THAT (CR) IS A SYMBOL 
Possible player responses: USED TO REPRESENT THE APPLE ‘return’ KEY. 





TERRAIN EFFECTS CHART 


Type of Terrain Effect on Movement Effect on Combat 


Clear 
1 : 
movement point No effect 
to enter 


Artillery may not 
fire over woods. 














IMPASSABLE 


Defending units are 
doubled when occupying 
a village square. 





1 movement point 
to enter 

















Defending units are 
doubled when occupying 
a chateau square. 






1 movement point 
to enter 
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